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FUSION POWER PLANT 


The fusion power plant represents energy production in its finest 
form: clean, safe and in vast quantities. The superconducting mag- 
nets encased in metallic spheres, enveloped in crackling electricity 
spin at tremendous speeds harnessing the power of the nuclear 
fusion. 


The fusion power plant was the first of the monuments to be de- 
signed and with it the overall design philosophy was set in place: 
while the maximum lot size might be a limitation, there was nothing 
stopping the buildings from being tall, towering structures. Also the 
science fiction theme for the buildings was decided there and then. 
The idea was to differentiate them enough from all the other mod- 
ern building types to make the reward feel that much more special 
once the player was able to unlock and build them. 
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SPACE ELEVATOR 


Today a concept, tomorrow reality! The space elevator is alongside 
the fusion power plant one of those ideas that mankind has tried to 
develop for some time now. In Cities: Skylines the space elevator is 
the ultimate public transport, sending passengers to orbital space 
stations to spend their vacations. Instead of a dangly cable stretch- 
ing through the clouds and into space, the space elevator turns the 
passengers into quantum particles and beams them up into particle 
chambers located on space stations where the passengers are then 
rematerialized in a similar manner as in one of the space trekking 
TV shows. 


The space elevator features the particle beam cannon and the ac- 
celerator rings as well as sophisticated targeting systems for safe 
travel. 
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EDEN PROJECT 


Preserving the environment is one of the important missions of 
the modern times and the world of Cities: Skylines is no different. 
The design of the Eden project revolves around massive biodomes 
circling a filtering system that cleanses the environment of pollution. 


While the filtering systems clear the environment, the biodomes 
serve as vaults for thousands of plants collected around the world. 
The different tiers circling around the filtering system are emulating 
natural biomes from tropical to Mediterranean and so on. 
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MEDICAL GENTER 


The medical center is the key to long lifespans and healthy population. 
With departments that specialize in practically every aspect of 
healthcare and the treatment of a multitude of diseases from the 
common cold to the most menacing of virus infections the medical 
center is a shining beacon of health. 


Its visual design takes inspiration from science fiction with its angular 
shapes. Some parts are also inspired by modern Japanese skyscrapers 
such as the ramp leading to the main doors. While patients require 

proper facilities to be treated by the expert medical staff, they also 

need places to relax during and after medical operations. The various 
terraces provide patients with observation decks decorative trees 
to give shade during a sunny day. 
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HADRON COLLIDER 


The hadron collider is where the science happens. Scientists from 

all around the world of Cities: Skylines flock to the leading center for 
studies in particle physics. Local schools of all levels work in collabo- 
ration with the people of the particle physics research team, letting 
students apply for internships at the hadron collider and in return 


provide the schools with premium quality teaching materials. oe = //FINAL RENDER// 
While hadron colliders are usually located underground with | 
traditional office buildings appearing above ground, the hadron 


collider in Cities: Skylines is located mostly above ground. The 
accelerator ring can be seen comprising of the middle section 

of the hadron collider while the laboratories are located in the three 
main pylons rising above the accelerator itself. Additional offices 
circle the main building that include more labs and personnel quarters. 
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COLOSSAL ORDER OFFICES 


Colossal Order Offices are the headquarters where, according to some, 
“the magic happens.” The building stands as an icon of the impact that 
the video game industry has had on popular culture and is a brand in 
itself that is known around the world of Cities: Skylines. Many aspiring 
programmers and artists arrive here in search of the dream job in one 
of the exciting game projects the people at Colossal Order International 
are working on. It is truly the epitome of awesomeness. 


The building design itself represents the history and roots of Colossal 
Order, the design taking its strongest influences from the company’s 
original logo design. The brushed metal surface and the large windows 
with the roofs colored in the classic company colors make it easily 
noticeable in the middle of a busy and tall city center and an excellent 
point of interest for the virtual mayors. 
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COURTHOUSE 


Amongst the many very modern buildings stands a classical Roman 
style granite-faced behemoth of a building. The courthouse represents 
the ultimate authority in all things law and order in the city. Law- 
abiding citizens need never visit it but those who break the law will 
find themselves frequenting the halls of the fearsome guardian. 
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The temple-esque look traces back to ancient Greece with the Corin- 
thian colonnade making up most of the front of the courthouse. The 
overall shape of the building is hexagonal and takes inspiration from 
real-life courthouses found in the United States. 
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TRANSPORT TOWER 


The Transport Tower stands tall against the skyline with its diagonally 
cut roof profile and glassy exterior. The building features two distinct 
parts: a large base and a tall tower. The base functions as the visitor 
and customer area of the Transport Tower while the tower itself is 
the administration offices. The Transport Tower is awarded to those 
who are exceptionally good at providing the citizens with public 
transport options. 
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The Transport Tower takes influence from modern skyscrapers 
around the world achieving a rather unique silhouette in the process. 
The diagonal lines in contrast to the round design of the tower structure 
create interesting forms. 
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